WHIRLINURD 


Created by 
Chris Gray 


Loading (Commodore 64) 
Disk 


To load Whirlinurd, turn on your Commodore 64 and 
disk drive and insert the game disk. Type in LOAD “*”8,1 
and press RETURN. After several minutes, the title 
screen will appear. 


CASSETTE: 


Remove any cartridges and disconnect all peripherals 
except the cassette player. Press SHIFT/RUN STOP keys 
together and then press PLAY on the cassette unit. The 
program will load and run automatically in a few 
minutes. 


Getting Started 


1. On the title screen, you may startthe game by _ 
pressing the fire button on a joystick controller, which 
must be inserted into joystick port 2. 


2. The screen will change to the “Option Screen.” Here 
you may select the starting room, player configuration, 
or the level of difficulty. 


3. To change the starting room (rooms are arranged in 
groups of ten, labelled “A” through “D”...set “E” contains 
The Ultimate Feasts), press Fl. If set “E” is selected, you 
will be asked to type in the codename in order to devour 
in The Ultimate Feasts. Some keys on the keyboard will 
not even react, but pressing a proper key will result in a 
bang and the letter appearing on the screen. If the 
codename is correct, you will hear a tone and be 
allowed to continue to The Ultimate Feasts. As well, you 
will not have to type the codename in again for the rest 
of the time the game remains in the computer. If the 
wrong codename is typed in, the computer will 
explode. Sets of rooms progress from relative simplicity 
to extreme difficulty. 


4. To change the level of starting difficulty, press F3. 
“Level 1” is standard, while “Level 2” is the “On-and-Off" 
difficulty (which is harder than level 1). 


5. To change the player configuration, press F5. If you 
select “1 Nurd,” “2 Nurds,’ “3 Nurds,’ or “4 Nurds,” then one 
to four players may compete against each other. 


6. To begin the game, hit the button on the joystick or 
press the F7 key on the keyboard. 


Loading (Atari) 

Disk 

Set up your Atari as shown in the owner's manual. Plug 
your joystick into port #1. Turn on the disk drive and — 
insert disk to load side one. Turn on the computer (while 


holding down OPTION KEY on XL and XE models) and 
the program will load and run automatically. 


Cassette 


To load the cassette version, turn off all hardware and 
remove any Cartridges from the computer. Insert the 
game cassette and press the PLAY key down. 


Then turn on the computer whilst holding down the 
START key and the loading will begin. 


Getting Started 


1. After the title screen appears, press either the start 
key or the fire button on the joystick. The option screen 
will appear. 


2.On the option screen, you may select the starting 
room, player configuration and the level of difficulty. 


3. To change the starting room (rooms are arranged in 
groups of ten, labelled “A” through “D”...set “E” contains 
The Ultimate Feasts), move the joystick horizontally. 
Sets of rooms progress from relative simplicity to 
extreme difficulty. If set “E” is selected you will be asked 
to type in the password in order to devour in The 
Ultimate Feasts. Some keys on the keyboard will not 
even react, but pressing a proper key will result ina 
bang and the letter appearing on the screen. If the 
password is correct, you will be allowed to continue to 
The Ultimate Feasts and will not have to type the 
password in again for the rest of the time the game 
remains in the computer. If the wrong password is typed 
in the computer will explode. 


4. To change the player configuration move the joystick 
vertically. If you select “1 Nurd,” “2 Nurds,” “3 Nurds,” or “4 
Nurds,” then one to four players may compete 
sequentially. If you select “One Nurd Team” or “Two Nurd 
Teams,” then one to two teams of players may compete 
alternately. In team competition, one of two players 
controls the right and left movement of the nurd, while 
the other controls the propeller. 


5. To change the level of starting difficulty, press the 
“select” button on the keyboard. “Level 1” is standard, 
while “Level 2” initiates Flashlite play. 


6. To begin the game, hit the button on the joystick. 


Playing Whirlinurd 
1. Object 


The four nurd brothers, Haymish Pupkin, Naples Yertz, 
Hooseby Nurd and Melvin Lugby, have run out of food at 
home. So, off they have gone to get a little snack at the 
house of their friend, Squelch the greengrocer. 
Unfortunately, Squelch has gone on a long vacation, 
and to prevent anyone from stealing his food has 
locked up his house and set up numerous traps to foil 
potential food robbers. This doesn’t bother the nurds, 
though, nor would it bother you if you lived with a 
propeller screwed in your head. So, off go the nurds, 
determined as ever, to get something to eat... 


The object of Whirlinurd is to guide any of the nurds 
through each of the 40 rooms in Squelch’s house while 
on your way to The Ultimate Feasts, collecting food (or 
whatever Squelch has in his house for the taking - 
nurds will eat anything, you know) and amassing 
points before you are turned to molten nurd by one of 
the traps or you Starve to death. 


2. Announcements 


Before each round, the name of the next person to play 
will be displayed, along with the sign “Get Ready!” Press 
the fire button to continue. 


3. Movement 


(a) Bubble - Nurds always appear in a protective 
bubble, made of impenetrable synthetic wafer-aided 
ectoplasmic sludge. A nurd will wait inside the egg, 
impatiently jiggling until he is moved, or until six 
seconds elapse. After six seconds, the nurd becomes so 
impatient that he pops out of the bubble unassisted 
with his beany blades. 


(b) Walking and Flying - After your nurd appears on 
the screen, you may move him vertically by holding 
down the button, thereby spinning his propeller more 
quickly and causing him to fly. Releasing the button 
causes him to fall. Once he starts falling, he will continue 
to do so until he lands on something. He will not go up 
again once he has started falling. 


You may move him horizontally by pushing the 
Joystick right or left. When he hits an obstruction, he will 
stop moving and begin bumping into the obstruction. If 
the nurd is flying when he hits an obstruction, he will 
begin to fall. While you still remain in control, he will not 
go up again until he has landed on an obstruction. 


Nearing the visible edge of any screen will cause 
remaining unseen portions to move into view. When 
the nurd hits the farthest edge on any screen, it will stop 
the scrolling motion. 


(c). Retro Boost - Because a nurd may not start going up 
once he is falling, he keeps enough energy reserved in 
his little body for one Retro-Boost per screen or life, 
whichever applies. Pressing the joystick up causes him 
increase his beany torque and fly at triple his normal 
speed towards the top of the screen. He will keep flying 
until he hits an obstruction. At this time he will make a 
loud popping sound and descend. There is no penalty. 
for using the boost, nor is there any benefit for not using 
it. 

As well, if a nurd touches a Blast Square, a 
Retro-Boost will take place from the ground and use 
up the nurd’s ability to activate himself. 


4. Obstructions 


If the nurd hits any non-lethal obstruction, he will go no 
further. A lethal obstruction may be glowing and 
shimmering, unless it is a snake or a bugeye. If the nurd 
hits any lethal obstruction, he will explode and his head 
will fly off under its auxiliary nurd power supply. 


5. Food 


Food is found throughout the rooms. It comes in many 
shapes and sizes. It can be an apple, a hamburger, or 
even a pencil. In fact, most of the food isn't even food. 
But ask a nurd if he cares. If a nurd gets close enough to 
the food, he will pick it up and eat it. After he eats the 
fourth piece of food, in any order, he will receive a 
bonus and continue to the next room. If a nurd dies 
before eating all the food, he must begin again and eat 
another four pieces before being allowed to continue. 
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6. Lives 


Each player revives a total of 3 lives at the beginning of 
each game. A bonus nurd is awarded after the 
successful completion of any room, not to exceed a 
maximum of six reserve nurds. A life is lost ifa nurd 
starves to death or touches a lethal obstruction. When a 
player loses all of his reserve nurds (displayed as “Nurds 
Left’), and then dies, his game will end. 


7. Starvation 
Anurd will be annurdilated (he will explode) if he does 


not eat all of the food in any given room quickly 
enough. His hunger is signified by the blinking sign 
“Feed the Nurd” at the bottom of the screen. The less 
time remaining before he starves, the faster the sign will 
blink and the faster the background music will play. 


8. Playfield Objects 


There are several basic shapes visible during play, but 
they are rarely all in a single room together. They can be 
both lethal and harmless. 


a) Slinky Snakes - These long snakes move either left 
or right until they hit an obstruction, at which time they 
will reverse direction. They are lethal to the touch. 


ake 


b) Jump Bugs - These glowing critters move in a most 
unpredictable pattern in any direction. They are also 
lethal to make contact with. 


c) Bugeyes - These are big globes with an ugly central 
eye, which move up or down until they hit an 
obstruction, at which time they reverse. They will cause 


death upon contact. 
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wy 


Jump Bug Bugeye Glob 


d) Globs - Globs are little pulsating drops who move 
much in the same manner as do the Jump Bugs. They 
will melt a nurd upon contact. 


e) Spudniks - These look like little potatoes with 
someone inside trying to get out, which is precisely 
what someone inside is trying to do. They follow a 
pattern and will always move at the same time on any 
given screen. When they hit an obstruction, they will 
stop moving until they change direction. They will turn 


nurds into liquid if touched. 
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f) Bouncing Baby Billiard Balls - These little round 
balls appear either by themselves, perched upon some- 
thing, or they fall by the dozens out of little Bouncing 
Baby Billiard Ball Bloppers (shaped like an upside down 
bowl). The balls are lethal if they are dropped out of a 
Blopper (they will always be glowing), but may or may 
not be deadly if sitting by themselves. If they glow, they 
kill. If they stay the same colour, they are harmless and 
may simply knock the wind out ofa nurd. When a ball 
hits anything, it will bounce off to the side if there is 
space to fall. They may also be occasionally carried off 
by bugs or any other moving creatures. If a bouncing 
ball lands on a Bouncing Baby Billiard Ball Anti-Blopper, 
it will be sucked into oblivion, never to bother a nurd 
again. Anti-bloppers look like squarish little cups. 
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Anti-Blopper 


g) Nipple of Death - These are little spikes, deadly to 
the touch, that appear in the ground. They raise up and 
down, hoping to snag and thus liquify any unsuspecting 
nurds. 
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h) Blinking Bonkers - They look simply like tall, thin 
walls, appearing and disappearing in sequence. If hit 
when lit up, they will turn nurds into nurd-curd. 


i) Blast Squares - These are little boxes which usually 
appear in the ground. Their insides roll upwards, which 
is the only way to tell them apart from more common, 
non-lethal walls. Upon touching one, a nurd will be 
automatically fired, as with his Retro-Boost. After 
touching just one, the Retro-Boost will be useless for 
that screen or nurd life. 


j) Killwalls - Killwalls are regarded as any lethal 
obstruction that is not moving. An example of a killwall 
is a Nasty Nurd Nibbler, which resembles a highly 
charged bolt of electricity. Nurds had better watch their 
step around these. 


k) Keys - In certain rooms there are keys, which, when 
picked up and placed in their respective locks, will open 
a door or doors somewhere on the screen. This may 
cause a disturbance, or it may just open up a previously 
inaccessible region. Keys look like real Keys, and 
keyholes look like boxed-in keys. A keyhole is unlocked 
when it turns to a solid colour. There are only a 
maximum of three types of doors to be opened up on 
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any screen, although doors may appear as either lethal 
or non-lethal. Once opened, doors may not be closed up 
again. 


Lozengette 
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1) Walls and Platforms - Any remaining shapes 
(obstructions) are either regarded as walls which block 
the path of a nurd or platforms to stand upon. There are 
many, many types of walls, but they all serve the same 
purpose. Two common walls are Fuzzwuggles, which 
have a perpetual fuzz inside of them, and Lozengettes, 
which look suspiciously like an elongated cough drop. 


9) Scoring and Special Bonus 


Scoring is simply 500 points for any piece of food 
picked up. After the successful completion of a room, 
the player will be treated to a minimum of 1000 bonus 
points and possibly more, depending on his remaining 
time before starvation. As well, if and only if the player 
has less than six reserve nurds, he will be awarded a 
bonus nurd. The highest score will be retained at the 
end of the game. 


10) Levels of Difficulty (Commodore 64) 


Ifa “Level 1 Room" was selected on the option screen, 
play will begin at standard difficulty. If a “Level 2 Room” 
was selected, then “On-and-Off" play will be activated. In 
this play mode, the player can only see lethal 
obstructions half of the time they are on the screen 
(they alternately blink on and then off). 


Ifa player has successfully completed The Ultimate 
Feasts, the difficulty will be increased automatically to 
“On-and-Off" play. 


Levels of Difficulty (Atari) 


Ifa “Level 1 Room” was selected on the option screen, 
play will begin at standard difficulty. Ifa “Level 2 Room” 
was selected, then Flashlite play will be activated. In this 
play mode, the player can only see a small segment of 
the screen about his body. When the light surrounding 
him is moved over the room's contents, they will be 
revealed in front of the light. The only visible 
obstructions are glowing, and thus lethal. Also, with 
Flashlite play, the player is not allowed to move 
sideways during a retro-boost. 


Ifa player has successfully completed The Ultimate 
Feasts, the difficulty will be increased automatically to 
Flashlite play. 


11) The Codename 


At the end of each set of ten rooms (A” through “D"), a 
section of the codename for The Ultimate Feasts will 
be revealed with a bang, and the message will also tell 
you what piece of the codename the displayed section 
is. Make sure you record this somewhere. When you 
finally know all four pieces of the secret codeword from 
all four sets of ten rooms, and have entered it by 
selecting set “E” on the option screen, you will be 
allowed to eat in The Ultimate Feasts, which are a 
secret set of new rooms, only for the best of nurd- 
guiders to see. 


12) Pause 


By pressing the spacebar during gameplay, the game 
will pause until it is pressed again. 


Some Helpful Hints 


1) Every screen can be completed. If one way doesn't 
work, try another. Some of the screens possess 
“puzzles,” which must first be solved before you can 
finish the screen. 


2) Watch how the creatures move. They always do the 
same thing every time you play, so making note of their 
actions can help you to eat all the food without first 
being turned into cream of nurd. Nothing is completely 
random, so if you die, you can’t blame the game. There 
is always a way around ANY obstacle. 


3) Keep a sense of humour. After all, with a propeller 
screwed to his skull, a nurd doesn't have time to laugh 


all that much. a 
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